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Think Educational Saftware - 16 Market St./P.O. Box 466-Potsdam, New York 
LIMITED WARRANTY 


Think Educational Software warrants this software product against 
defects in manufacturing for a period of thirty days following purchase. If, 
during that period, you cannot properly load the program, you may return it to 
TES for a replacement provided you enclose proof of purchase. 


This warranty does not apply if the product has been damaged due to 
accident, misuse, abuse, or modification. 


TES does not warrant the suitability of the software, and is not 
responsible for any incidential or consequential damages caused by use 
of the same. | 


In any event, TES’ liability is limited to only the purchase price of 
the software product. : 


Mind Over ae 


Mind Over Mac is a trademark 
of Think Educational Software 
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Copyright 1984 
by | 
Think Educational Software 


All rights reserved 


This manual and the software it describes are 
furnished under license to the purchaser. They 
are protected by copyright. We ask that you 
respect the investment of time and effort by the 
people of Think Educational Software by 
refraining from making copies in whole or in part 
without the express written permission of ipink 
Educational Software. 


Think Educational Software Gregory J. Berkin, 


P.O. Bor 466 President 
16 Market St. © Frank A. Marafino, Ir. 
Potsdam, NY 13676 Vice-President & 
315-265-2666 Program mer 
| | Extraordinaire 


System requirements: Macintosh™ w/128K and one disk drive 
Macintosh” is a trademark of Apple Computer, Inc. 
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Welcome to Mind Over Mac! 


Mind Over Mac was designed to maximize your 
Macintosh’ potential; it contains five complete 
entertainment programs that make full-use of 
the Mac's graphics, synthesized sound, and 
mouse. | 


This disk is loaded with hours of fun and 
pleasure that the whole family can enjoy. 


Our aim in compiling this package was to provide 
you with one of the best values available today: 
and were proud to offer it to you. 


Thank you for becoming a Think Educational 
Software customer. 


MasterCode 


1. Object: To solve the ‘hidden’ code of symbols. 


2. Play: Use the mouse by clicking on the 
appropriate icon from the selection box. 
Be sure to enter a complete selection: 


Novice Level -------- 3 out of 5 icons. 
Inter mediate Level - 4 out of 7 icons. 
Expert Level -------- 5 out of 9 icons. 


The selection then appears in the “ENTRY” box. 
‘CP’ stands for Correct Position (exact symbol 
appears in the exact location). 
CS' stands for Correct Symbol (exact symbol 
appears in an incorrect location.) 


3. Mac will not deceive you: The infor mation 
given (CP and CS) will be accurate hints. 


4. Mac may deceive you once: CP and CS may be 
incorrect one time. ( ..only which one???) 


5. Clue: One hint is given for those who really 
need one. 


6. Give Up: An absolute last resort which usually © 


subjects player to harassment. 
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Destroyer 


1. Object: To locate and sink the opponents five 
‘hidden’ ships. 


2. Set-Up: First, the two players enter their 
names. Then the first player ‘hides’ his ships by 
entering his ships’ positions in his opponents grid 
(or sea). Entering a ship requires that you click 
on the ship icon and drag down or to the left to 
register the ships position in the sea. 

“Note: The submarine may not be entered along 
the shore. 


3. Play: Each player hides their ships according 
to size - 

The Submarine is the smallest: One square. 

The Destroyer is the 2nd smallest: Two squares. 
The Cruiser is the middle ship: Three squares. 
The Battleship is the fourth ship: Four squares. 
The Air Craft Carrier is the largest: Five squares. 


4. To register a shot, you must double click on the 
square in your grid. 


5. To sink a ship, you must hit each 
corresponding squares that a ship occupies. 

“Note: To sink the submarine, six hits must be 
made on or bordering the sub. 


6. The Level Menu determines the time lapse for 
the shots to disappear. 

Level 1 is the longest time lapse. 

Level 5 is the shortest time lapse. 


7. Game ends when first player sinks all of the 
opponents five ships. 


Third Dimension 


1. Object: To get four tokens in a row, 
three-dimensionaliy. (Hint: There are 76 winning 
combinations.) 


2. Play: Can be against the Macintosh or against 
another player. 


“Note: The Level Menu deter mines the difficulty 
of the defeat when engaged in play against the 
Macintosh. 


Level | is the easiest level. | 
Level 4 is the default level. 
Level 9 is the hardest level. 


oe Switch Tokens: Allows change of player token 
representation (‘X' or ‘0’). | 


4. Switch Who Moves First: Allows the Macintosh 
to make the first move. | 
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On-the- Contrary 


1. Object: To locate and attain the highest 
possible wealth. | 


2. Play: Use the mouse to open and close the 
various doors in search of prizes. A prize is 
coliected when the prize’ match is found. The 
higher the value of the pair found, the more 
winnings earned. (If a match is made, play 
continues with the same player.) 


“Note: If a ‘cop’ is matched with any regular 
prize, a doitar value is deducted; (the cop takes a 
bribe). Likewise, if a ‘robber’ is paired with any 
singular prize, a dollar value is also deducted; 
(the robber steals some money). 


3. The overall objective is to pair the ‘cop’ with 
the ‘robber’ thus protecting one’s winnings. 


4 As the rounds are completed, the frequency of 
the cops and robbers’ visits increase. 


5. Game play continues through Round 1[2. 
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Trivial latrigue 


1. Object: To circle the trivia board and answer 
as many bonus questions as possible. 


2. Set-Up: You may choose the token you desire. 
You may also set the difficulty of the game by 
selecting the number of bonus questions needed 
to win the game. 


3. Play: Click the mouse on the Center Stage to 
begin. This sets the trivia board in motion, and a 
second click stops the rotating patterns and 
chooses a category deter mined by the following 
scheme: 


Science. ~-----+-------------- Coe ae Gray 
00S Light Gray 
Entertainment ----------- Extra Light Gray 


4. Bonus questions: A bonus question appears 
every time your token travels completely around 
the board. 


“Note: Do not move the right protect tab. This 
will cause the trivia files to be inaccessable. 

Do not change the name of any of the items on 
the disk or remove them! If Trivial Intrigue does 
not boot-up it is because the question file has 
been tampered with. To remedy this, make sure 
the file in the System Folder is named ‘Trivia’. 
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DERRY WELL 
DONE. 
Try another. 


HINT: 
Long ‘a’ words. 


Mother will bake“a cake. 

We just _ dinner. 

When you buy , you must for 4. 
] my bed this morning. 

My grandfather walks with a_—___ 
You... Wp inthe morning. 

Things alike are the 


